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Adventure Outline 


Synopsis 


It’s summer in the small town of Clearwater Springs, and the town’s kids are headed 
up to Crystal Lake for two weeks at Camp Ista Isse. However, the campers aren’t the 
only ones spending summer at the lake - something lurks in the woods nearby, 
looking to terrorize the kids. Can our adventurers uncover the evil forces at work and 
stop them before it’s too late? Or will some campers not be coming home from 
Camp Ista Isse this year? 


Background 


Clearwater Springs is a small logging town of about a hundred residents, primarily 
loggers and their families. Since most of the logging takes place during the summer, 
families often send their kids to summer camp at Crystal Lake, about 3 hours north 
of town. It’s a typical summer camp experience - a mix of awkward teens, outdoor 
activities, and minimal supervision. 


This year, it’s also home to more than just the campers. Two hags live in the nearby 
woods, drawn in by the sweet scent of children’s flesh and the hope of replacing 
their youngest sister who drowned at the camp 33 years ago. 


Adventure Hook 


It’s the first day of summer! The characters, like most of the other kids who live in 
Clearwater Springs, are headed up to Crystal Lake for a couple of weeks at Camp Ista 
Isse. One of the counselors will be by to pick them up shortly and take them to the 
lake, about a three hour cart ride north of town. 


Overview 
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“Summer at Crystal Lake ” is an adventure designed for a party of four 3rd-level 
characters, but can be scaled up or down depending on group size and desired level. 
The adventure starts in the small logging town of Clearwater Springs before 
progressing to Camp Ista Isse and ending at the hags’ lair to the east of camp. 


Part 1: The Road to Camp starts with the players getting ready to head up to Camp 
Ista Isse for the summer. After the players introduce themselves, they are driven up 
to the lake by Amber, one of the camp counselors. On the way, they are ambushed by 
dust mephits. In the confusion, Amber is knocked out and replaced by a hag in 
disguise. 


Part 2: Camp Ista Isse begins when the players arrive at the camp. They meet the rest 
of the camp counselors and can participate in various camp activities to win magical 
items. That night, they are invited to a campers-only party, after which one of the 
hags kidnaps a camper and drags her off into the woods. 


Part 3: The Witch’s Den has the campers track hag back to their lair. There they face 
off with a Green Hag at the mouth of the lair, then proceed inside to try to defeat the 
Night Hag and free her captives Amber and Gwyndrl. 


Part 1— The Road to Camp 


: The sun rises over the town of Clearwater Springs. It’s a small logging town, tucked 
away in a thick forest of pine, spruce, and cedar. Clearwater Creek burbles gently 
nearby as birds chirp loudly with the rising sun. The town begins to wake up and 
slowly come to life as window shutters are opened and the townsfolk begin to start 
their days with a sleepy contentedness befitting the first day of summer. 


Clearwater Springs 

As the players wake up, have them introduce their characters and talk about their 
morning routine - what time they might wake up, how they interact with family 
members, or what they have for breakfast. 


Once they are ready, they will hear the ringing of a bell from a cart outside their 
house to pick them up. Once everyone is aboard, read the boxed text below: 


: The drive up to the lake follows a logging road that runs along Clearwater Creek. 

The old cart bounces and squeaks, kicking up a long cloud of dust that hangs in the | 
morning air. As you leave Clearwater Springs, you wind through a dense forest of old 
pines on either side of the road that seem to grow taller and taller the further you 
get from town. The smell of the dust from the road mixes with the pine needles 

from the forest floor as the sun shines down from a cloudless blue sky. 


Pulling the cart are two horses being driven by one of your camp counselors for the 

summer, Amber. Amber is a tall wood elf with long dirty blond hair pulled back into: 
a ponytail. The cart is full of other campers chattering away as they lurch along over 
the various bumps and potholes on the way to Camp /sta /sse. 


You can introduce the players to some of the other campers riding on the cart. Feel 
free to roleplay some interactions...are they excited for camp? Is this their first trip to 
the lake, or one of many? What activities are they looking forward to? What do they 
know about the counselors or other campers? 


NPCs (See Appendix A for more information on character traits) 
- Amber - One of the camp counselors for the summer and older sister of 
Elendor. A tall, fit wood elf with dirty blond hair and a dark tan. 
- Artie - The town bully and son of the mayor. A tall, big-bodied human with 
sandy blond hair and a ruddy, slightly sunburned complexion. 


- Rahg - Artie’s best friend. A slim half-orc with an athletic, wiry build. 

- Gwyndrl - Artie’s girlfriend and daughter of the head of the logger’s union. A 
beautiful dwarf with pale skin and bright red hair. 

- Byrdrl - Gwyndrl’s twin sister and daughter of the head of the logger’s union. 
Pale with jet black hair, she is more reserved than her sister. 

- Telen - Youngest son of the owners of the town’s General Store. Small even 
for a gnome, with dark brown skin, bright green eyes, and perpetual bedhead. 

- Elendor - Younger brother of Amber. A scrawny wood elf with light tan skin, 
messy brown hair, and blotchy skin. 

- Bria - Daughter of the schoolteacher. A halfling with round cheeks and curls. 

- Faeth - Moved to Clearwater Springs recently. A tiefling with jet black bangs 
that cover most of her face. 


Cart Catastrophe 

At any point in the conversation, you can interrupt with the following boxed text. 
When you do so, have everyone make a DC 10 Dexterity saving throw (1d6 damage on 
a failure and knocked prone, half damage on a success). 


Suddenly you hear a loud BANG as the cart jerks to a halt. Amber swears loudly at 
the cart “GAAHH! The potholes on this road are out of control! Stupid piece 
of...anyway, hang tight a minute. You all can get off the cart but DO NOT wander off 
The last thing | need is one of you idiots getting lost before we even get to camp.” 

She grabs a set of tools and slides herself under the cart, beginning to bang away 

at the undercarriage angrily. 


As the players get off the bus, the dust kicked up from the cart begins to drift over 
them. Roll Stealth as three Dust Mephits (MM, 215) attempt to sneak up on the 
players. The mephits surprise any characters that weren’t able to detect them with 
their passive perception. Roll initiative! 


Once the party have defeated the mephits, read the following boxed text: 


2 As the dust settles, Amber finishes up with the cart, grease dripping from her hands. | 
_ She looks over the kids, then says hoarsely “Alright everybody, time to get back on 
the cart, let’s get to camp!” 


Unbeknownst to the party, Amber has been replaced with a Green Hag (MM, 177) in 
disguise, who knocked her out and left her bound to a tree in the forest. If they ask 
her about the mephit attack, she will feign ignorance, saying that she couldn’t see 
anything from under the cart. 


Though the party has little reason to suspect anything, they can attempt an 
Investigation or Insight check if they are suspicious of Amber’s behavior (DC 20 
Investigation to see through the illusion or DC 14 Insight to recognize Amber’s voice 
is slightly different). 


In the unlikely case that they see through the illusion, the party could choose to 
confront the hag. She may attempt to dissuade them or enlist the other kids to 
defend her (who are not able to see through the illusion). She can also turn invisible 
and flee, leaving the kids to drive the cart the rest of the way up to the camp (DC 10 
Animal Handling, they arrive 2 hours late on a failure). 





Part 2 — Welcome to Camp Ista Isse! 


: You finally arrive at Camp Ista Isse. The sun shines down and you hear the faint 
drone of insects buzzing lazily through the woods. A hulking half-orc teen dressed in 
khaki shorts and a camp t-shirt comes barreling out of a cabin as you approach, 
clutching a clipboard in one hand and waving enthusiastically with the other. He 
greets you all as you all disembark. 


: “Helloooooo campers! Welcome to Camp /sta Isse! I’m Barthrok, your head counselor : 


}?? 


and number one fun guy for the summer! 


He proceeds to go over a litany of camp rules - everything from meal times and cabin 
assignments to not swimming after dark. After what feels like an eternity, he finishes 
by announcing the traditional Camp Ista Isse “Jambor-essee” - a set of 6 
competitions that will test campers’ physical and mental attributes. Campers can 
choose one event each, with the winner receiving an item related to that attribute. 


Additional NPCs (See Appendix A for more information) 

- Barthrok - The head counselor in charge of Camp Ista Isse. A tall, well-built 
half-orc, clean cut and wearing khaki shorts, a camp polo, a whistle around his 
neck and clipboard which never leaves his hands. 

- Borlin - The third camp counselor, has attended or worked at the Camp since 
he was young. A particularly short, squat dwarf whose face is almost invisible 
behind an unkempt, slightly “aspirational” beard. 


The Camp Ista Isse “Jambor-essee” 

Once they are settled in, each character can sign up for one of the Jambor-essee 
events. Players may only enter one competition, though multiple players can enter 
the same competition if they choose. Each winner will receive one magic item, with 
some competitions allowing them to choose between two options. 


The 6 Jambor-essee events are: 
1) The Obstacle Course (Strength & Speed) 
2) The Archery Contest (Dexterity) 
3) The Pie Eating Competition (Constitution) 
4) Trivia (Intelligence) 
5) Orienteering (Wisdom) 
6) The Camp Talent Show (Charisma) 


Once characters have signed up for their events, you can run them in any order you 
choose. Select 2 NPCs to compete and proceed to the relevant sections below: 


The Obstacle Course 
NPC competitors: Artie, Byrdrl 


Laid out in front of the players is a long and elaborate obstacle course fashioned out 
of logs and rope. 


Have players roll initiative against the other 2 NPCs. The first one to get to the top of 
the platform at the end wins. The obstacles are: 


1. Sack race for 15 ft (counts as difficult terrain, requires a DC 10 Acrobatics 
check to not fall prone at the start of their turn) 

2. Wall climb (DC 10 Athletics, uses 10 ft of movement). Players can jump (DC 10 
Dexterity save to not fall prone) or climb down (uses 10 ft of movement). 

3. Run 50 ft. 


4. Climb a 20 ft rope to a platform (DC 10 Athletics). On a failure, they don’t 
move up the rope, on a success they are able to climb half their speed. 


The winning player can choose between Boots of Speed or Gauntlets of Ogre Power 


The Archery Contest 
NPC competitors: Amber, Elendor 


The archery range is set up in a nearby field, with 3 sets of targets spread out at 
increasingly long distances. 


Each character will have a chance to take a turn by firing one arrow at a target: 
1. A target 50 ft away (AC 10) 
2. Asmaller target 75 ft away (AC 15) 


3. A target 200 ft away (AC 10, attacks at long range have disadvantage) 


In the event of a tie, players engage in a “sudden death” shoot off on a single target, 
with the highest attack roll coming closest to the bullseye (repeat as necessary). 


The winning player receives a +1 longbow and 1d4 pieces of +1 ammunition 


The Pie Eating Competition 
NPC competitors: Rahg, Borlin 


In front of the mess hall is a long table set up with three chairs next to each other on 
one side of the table. In front of each spot is a full-crust apple pie, steaming slightly. 


Have players roll initiative against the other 2 NPCs. Each player gets to make one 
Constitution saving throw per round, with each save increasing in difficulty (starting 
at DC 5, then DC 10, and finally DC 15). The first one to complete the challenge by 
succeeding on 3 Constitution saves wins. 


If a player fails a save, they are not able to progress and must repeat the saving 
throw next turn (the DC remains the same). On a player’s second failure, they are 
poisoned for one minute (giving them disadvantage on subsequent saving throws). On 
a third failure, they are unable to continue. If no player finishes, whoever made it the 
furthest wins. 


In the event that multiple players tie without completing the challenge, have the 
players roll contested Constitution saves, with the highest roll winning. 


The winning player receives a Belt of Dwarvenkind 


Trivia 
NPC competitors: Bria, Telen 


The trivia competition consists of 4 questions, with each player getting a chance to 
answer. Use the tie-breaker question below if needed. 


1. Who was the camp’s first head counselor? (DC 10 History) 
a. Correct answer: The Mayor (who is also Artie’s dad) 
2. What should you do if you encounter an owlbear in the woods? (DC 10 Nature) 
a. Correct answer: Slowly back away 
3. The camp has a number of magical defenses. What spell has been 
permanently cast over each sleeping tent? (DC 10 Arcana) 
a. Correct answer: Magic Circle 
4. What fey deity is known as the “mother of hags”? (DC 10 Religion) 
a. Correct answer: Cegilune, sister of Titania 


Tie-breaker: how many campers have attended Camp Ista Isse over the years? (Have 
the player make a History check, then add 300 to the outcome. Do the same for any 


NPCs still in the competition, with the highest score winning). 


The winning player can choose between a Pearl of Power or Wand of War Mage (+1) 


Orienteering 
NPC competitors: Faeth, Amber (if not running Archery competition), Artie (if not 
running the obstacle course), or any other NPC not involved in another competition 


Each player is handed a map and a clue. They’ll need to decipher the clue to unlock a 
set of coordinates on the map. The first person to find one of the objects hidden at 
that location and return with it to the starting point wins. Have each player roll 
initiative to determine who acts first. 


1. Each character makes a DC 10 Insight check to decipher the coordinates 

2. Once they have the coordinates, have each character make a DC 10 Survival 
check to follow the map to the secret location 

3. Once at the secret location, they can make a DC 15 Perception or Investigation 
check to find the object hidden there. If unsuccessful, they can try again the 
next round (DC is reduced by 5 for each round of searching they do) 

4. Run 60ft back to the starting point 


The winning player can choose between a Lantern of Revealing or Cloak of Elvenkind 


The Camp Talent Show 
NPC competitors: Barthrok, Gwyndrl 


A small space is cleared in front of the fire pit, with two rows of log benches forming 
a space for the audience to gather. 


1. Gwyndrl performs first. Roll a Performance check and describe her 
performance based on the roll (can be a song, dance, or whatever you choose) 

2. Barthrok goes next. Roll a Performance check as he begins singing a camp 
song. Feel free to invent lyrics or use some version of the following: Oh, /’m 
just a camper at camp you see, for camp Ista Isse is the place to be, sun shines 
down on Crystal Lake, as | enjoy my summer break, | do hope you liked my 
song, ‘cuz you’re going to hear it all summer long! 

3. Have the player describe their act, then make a Performance check. You can 
choose to give advantage for particularly good roleplaying or the use of other 
effects (for example, prestidigitation to add sparks to their performance, etc) 


The winning player can choose between a Cloak of Protection or Eyes of Charming 


After the competitions have ended, the players can take time to inspect and attune 
to their new items. When ready, Telen approaches the group to congratulate or 
commiserate with them, and tell them about a secret, campers-only party at the 
ruins of the Old Camp across the creek later that night. 


Scary Stories 

Have the players make a group DC 10 Stealth check as they sneak out to the party. 
On a failure, Borlin the camp counselor sees them sneaking out. He may ask if they 
are going to the party up at the Old Camp. The players can try to deceive him (DC 15 
Deception), but he will let them go regardless, telling them to have fun. As the 
players make their way up to the Old Camp, read the following boxed text: 


: As you leave the light of the main camp, you cross over the smooth, swiftly flowing 
headwaters of Clearwater Creek on an old stone bridge. You notice that the forest’: 
on this side feels immediately different - the trees are taller, the underbrush thicker, 
and the temperature colder. As you pick your way along the path, you hear the 
sound of voices up ahead. Rounding the bend, you see the silhouettes of the other 
campers backlit by a roaring fire. Abandoned cabins surround them, shadows 

dancing along the dilapidated walls as laughter and wood smoke fill the air. 


All of the other campers are at the party, providing opportunities for roleplaying and 
social interactions. Telen approaches the party as soon as they arrive, excited that 
they are here, while Artie is less pleased with their presence. Byrdrl eventually 
gathers the other campers around the fire and asks if they want to hear a scary story. 


2 “Have you heard the story of the first year at Camp Ista /sse 33 years ago? 


2 “Everything was fine, until the second to last day of camp when this one girl didn’t 
show up for breakfast. The counselors looked everywhere for her - she wasn’t in her 
cabin, down by the dock, nowhere. That evening, just before sunset, her older sister 
saw something bobbing out in the middle of the lake. She and her other sister ran 
into the water and swam out to their, dragging the body onto the island in the 
middle of the lake. Apparently their youngest sister had a history of sleepwalking, 
and had walked into the lake and drowned in the night without anyone noticing. 
They cried and screamed all night, so the counselors decided to give them some 
space and go get them in the morning. But when the sun rose and the counselors 
got out the canoes to go bring them back, they had disappeared. They searched the 
island but couldn’t find a trace of the three sisters.” 


2 “No one ever saw them again. But the next year, the campers said they would 
sometimes see signs of the sisters...little twig dolls left in the woods, or the shadow 
of a young woman disappearing into the shadows at dusk. Campers started having 
these intense dreams where one of the sisters would call out to them to come to 
the lake and help them look for her sister.” 


“The next year, they abandoned the Old Camp and set up the new one on the other 
side of the creek. They hired a powerful wizard to put abjuration spells on all the 
cabins to try to keep the sisters from luring any campers out during the night. But 
sometimes, even after all these years, campers still swear they’ve seen things, 
lurking in the shadows, just outside the firelight at night.” 


Have the players make a DC 10 Wisdom saving throw at the end of the story. Ona 
failure, they are frightened for the next minute. 


After the story ends, Gwyndrl looks at her sister and rolls her eyes, complaining that 
she’s ruined the mood of the party. She grabs Artie and Rahg and starts making her 
way down the path back to camp. Shortly after they disappear around the bend, a 
loud shriek pierces the night, followed by the sounds of a scuffle. 


Rounding the corner, the party sees Artie about 30ft away, bleeding profusely from a 
gash across his chest and covered with four Twig Blights (MM, 32). Four more twig 
blights blanket Rahg. Roll initiative, keeping in mind any players that might still be 
frightened from Byrdrl’s story. Both Artie and Rahg start out with 20 hp. 


Once the twig blights have been defeated, Artie or Rahg can tell the party that Amber 
confronted them as they were about to cross the bridge. Rather than admonishing 
them for being out late, she slashed Artie with her claws, suddenly transforming into 
a hideous woman with gray green skin before grabbing Gwyndrl and turning invisible. 
Twig blights leapt out of the underbrush, restraining and attacking Artie and Rahg. 


From here, the party can choose to immediately pursue the hag and Gwyndrl, recruit 
help from the other NPCs, or take a rest and pick up the trail in the morning. 


If they do wish to recruit additional NPCs (for example, Artie, Barthrok, or other 
campers), they must succeed on a DC 15 Persuasion check. 


If they decide to take a long rest anywhere other than their cabins at camp, have 
each player make a DC 10 Wisdom saving throw. On a failure, the Night Hag invades 
their dreams, giving them horrible nightmares. Upon waking, they don’t gain the 
benefits of long rest and their hitpoint max is reduced by 1d10. 


Whichever path they choose, they will need to make 3 group DC 10 Survival checks to 
track the hag through the forest. If they have the Lantern of Revealing from the 
Jambor-essee, they make these checks with advantage, as it reveals the Green Hag’s 
otherwise invisible footprints. For each check they fail, their progress is stymied and 
they lose an hour trying to pick up the hag’s trail again. After 3 hours travel (plus any 
delays from losing the trail), they make it to the Witches’ Den. 


Part 3 — Into the Witches’ Den 


As you follow the footsteps through the brush, the forest canopy begins to open 

slightly. A weathered stone wall suddenly emerges before you, cutting through the — 
forest and curving away from you in both directions. Vines and roots weave between 
the stone blocks, with gray and green lichens splattered like blood on their timeworn 
surface. A narrow path traces around the edge of the structure. 


Though the walls are old and in disrepair, they are still solidly built. If the characters 
attempt to climb them, they simply find an earthen roof covered in gnarled trees and 
impenetrable brambles on top. 


On the northern side of the circular enclosure, the party finds a small, 3 foot tall 
opening in the wall. Inside is pitch black and frigid. As the characters enter, a wave of 
dank, stale air envelopes them. To the left of the entrance is a small cave-in, 
blocking the path. Hanging from the ceiling are a number of twig sculptures - small 
pyramidal shapes suspended by vines and covered with wispy moss. The floor is 
littered with the bones of small animals that crunch sickeningly underfoot. 


The inner walls are covered with strange drawings - humanoid figures with antlers 
and claws that appear like shadows that have been caught on the walls. A DC 20 
Investigation check reveals one of the shadows to be an illusory Green Hag (MM, 
177). If the characters do not notice her, the illusory shadow peels itself off the wall 
and attacks the person at the back of the party with her claws. Roll initiative! 


The hag will fight fiercely to defend her lair, but will turn invisible and attempt to flee 
if she falls below 10 hp. 


Once the hag has been defeated, the characters can continue to follow the wall to 
the right. They begin to see a faint light around the bend of the wall. Eventually, they 
find an opening in the inner wall, which is filled with light (either daylight or fire light, 
depending on the time of day). 


The inner room is open to the sky, surrounded by trees and brambles which spill over 
the edge into a circular chamber. In the middle of the room a small fire is burning, 
filling the room with an acrid smelling smoke that hangs heavily in the air. A twig 
blight stands nearby feeding the fire, cutting its limbs with a small knife and dripping 
pitch into the flames until they bleed out and fall into the coals. Whenever this 
happens, another twig blight animates and marches up the fire to repeat the ritual. 


Propped up against the wall on the far side of the room is Gwyndrl (use Commoner 
(MM, 345) stats), her hands tied behind her back. Her hair is matted with blood and 
eyes wide with terror. She silently mouths the word “run” then continues from a 
whisper to practically shouting “run run RUNNNNN” to the party. Next to her is a 
semi-conscious Amber (use Scout (MM, 349) stats) covered in welts and bruises and 
looking like she hasn’t slept since she was taken. 





Standing in the middle of the room is a Night Hag (MM, 178). She is about 6 feet tall, 
with tattered brown robes and purple grey skin. Horns protrude from her skull and 
long strings of unkempt hair hang down in front of her face, which is covered by a 
tight maze of scar tissue. Her eyes bulge out from her face inky and black and 
without a trace of either white or iris, just huge black globes of pure malice. Have the 
party roll initiative (roll for the Night Hag, Amber, and Gwyndrl as well), 


On her turn, Amber will try to grab the hag’s heartstone to prevent her from 
disappearing into the Ethereal Plane (make a contested sleight of hand check against 
the Night Hag). If she fails to do so, she will tell the party to get the stone so the hag 
can’t plane shift away (you can assume that the hag has already used her 2/day 
planeshift ability, and therefore can only vanish if she has the heartstone in her 
possession). Note that it takes her an action to reappear on the Material Plane, 
making it impossible for her to attack or cast a spell on that same turn. 


If the hag is reduced to below 10 hp, she will attempt to flee. If the Green Hag was 
able to escape previously, she may rejoin this fight (still at the same hp from the 
previous fight) if the tide seems to be turning against her sister. 





Conclusion 


Ending A: Both hags are killed 


: As the hag’s body falls to the ground, a cold wind begins pouring through the 
opening in the roof. This massive rush of air deafens you, immediately extinguishing 
the fire in the middle of the room before sweeping out through the entrance. Sticks 
and moss from the twig blights careen about wildly as a pine-y scent fills your 
nostrils. As quickly as it began, the wind subsides, first to a fresh, almost floral 
smelling breeze and then a serene stillness that blankets the room. 


Assuming Barthrok did not accompany the players, he appears in the doorway of the 
room, clutching a massive mace that shines with divine light. Borlin is also with him, 
as well as the other campers. Barthrok will immediately heal any party members or 
NPCs who might be knocked out or low on health. He inquires about what happened, 
then expresses his relief to find them alive and marvels that they were able to track 
down and best the two hags. If any of the players participated in the Jambor-essee 
but didn’t win, he offers them the magical item they competed for, saying that 
they’ve more than proven their worth as the true champions of Camp Ista Isse. 


If the players wish, they may investigate the lair before departing. The hags have no 
treasure to speak of, but on a DC 10 Investigation check, they may find a collection of 
grotesque items and things pilfered from camp. They also find a small cauldron 
tucked away in an alcove. It is full of algae-covered water and teeming with mosquito 
larvae that wriggle whenever anyone approaches. Inside is a child’s skeleton, 
gleaming white and perfectly intact despite the stagnant water surrounding it. 


Once they are done at the lair, you can fast forward to narrate the next two weeks of 
camp. Feel free to incorporate any relationships the party has made with the other 
campers and NPCs, or use the boxed text below: 


2 The next two weeks of camp go by like a blur, with warm days, pleasant nights, and: 
misty mornings set to the constant background music of waves gently lapping at the 
_ shore of the lake. 


Barthrok has a packed agenda of camp songs, a ropes course through the trees, and 
canoe outings to different parts of the lake. Amber is able to recover from her 


experience with a few good nights of sleep and some tending to from Barthrok’s 
divine first aid kit...she is still a little too cool for camp, but clearly has taken a liking 
to you and shows her gratitude in small ways - an extra big brownie for dessert, or 
making sure you get the best spots around the bonfire at night. Gwyndrl also makes 
a full recovery, but she’s quieter than she was before and seems even more eager to 
leave Clearwater Springs behind. Artie, for his part, spends most of his time fretting | 
over Gwyndrl, but she seems even more disinterested in him than she was before. 


Finally, the two weeks at camp are up and it’s time to pack up your things and head 
back home. You pitch your belongings into the back of the cart as Amber hitches up | 
the two horses. As you begin the bumpy, dusty ride back to town, packed shoulder 

to shoulder with the other campers, you get one last look at Camp /sta Isse and 
Crystal Lake before they slowly fade into the distance behind a cloud of dust. 


: A sudden silence descends as the temperature drops. Goosebumps begin to form on : 
| your exposed skin as the fire in the middle of the room first dims and sputters, then: 
is snuffed out, leaving a wisp of smoke that snakes upwards into the sky. The 

collections of sticks and moss around you begin to fall apart as dozens of twig 
blights slowly collapse to the ground. After a moment, the temperature warms again 
as a sweet, almost skunky scent fills the air. 


Assuming Barthrok did not accompany the players, he appears in the doorway of the 
room, clutching a massive mace that shines with divine light. Borlin is also with him, 
as well as the other campers. Barthrok will immediately heal any party members or 
NPCs who might be knocked out or low on health. He inquires about what happened 
here, then expresses his relief to find them alive. If any of the players participated in 
the Jambor-essee but were not crowned a champion, he offers them the magical 
item they competed for, saying that they’ve more than proven their worth as the true 
champions of Camp Ista Isse. 


The players may investigate the lair before departing if they choose, though Barthrok 
will encourage them to be quick. The hags have no treasure to speak of, but on a DC 
10 Investigation check, they may find a collection of grotesque items and things 
pilfered from camp. They also find a small cauldron tucked away in an alcove. It is 
full of algae-covered water and teeming with mosquito larvae that wriggle whenever 
anyone approaches. Inside is a child’s skeleton, gleaming white and perfectly intact 
despite the stagnant water surrounding it. 


Once they are done at the lair, Barthrok ushers the party back to camp: 


: As you make your way back to the camp with all the campers and counselors in tow, 
there is an unnatural rustling of leaves and branches that seems to accompany you, | 
as if the forest were constantly whispering around you. You see an occasional twig 
blight scurry through the underbrush, deeper into the forest. Barthrok hurries you all 
forward, eager not to linger too long in these dark parts of the woods. 


7 The next two weeks of camp go by slowly, with a sort of lethargy that sets in after 
_ the adrenaline rush of the first night. The days are warm and sunny, but it’s 
unseasonably cool at night, and in the mornings a dense mist blankets the lake. 


: Barthrok has a packed agenda of camp songs, a ropes course through the trees, and : 
canoe outings to different parts of the lake, but seems to be keeping an especially | 
keen eye out for anything out of the ordinary. Amber is able to recover from her 
experience with a few good nights of sleep and some tending to from Barthrok’s 
divine first aid kit, but still seems a little jumpy and tends to retire to her cabin as 
soon as it gets dark. Nonetheless, she clearly has taken a liking to your group and — 
shows her gratitude in small ways - an extra big brownie for dessert, or making sure 
| you get the best spots around the bonfire. Gwyndrl also makes a full recovery, but 
she’s quieter than she was before and seems even more eager to leave Clearwater: 
Springs behind. Artie, for his part, spends most of his time fretting over Gwyndrl, but 
she seems even more disinterested in him than she was before. 


Finally, the two weeks at camp are up and it’s time to pack up your things and head 
back home. You pitch your belongings into the back of the cart as Amber hitches up | 
the two horses, glancing nervously at the forest on either side of the road. As you 

begin the bumpy, dusty ride back to town, packed shoulder to shoulder with the 
other campers, you get one last look at Camp /sta Isse and Crystal Lake before they 
slowly fade into the distance behind a cloud of dust. 


Rewards/XP 


Split 3,000 XP equally amongst the party, which should be enough to take them to 
Level 4. They must return any magical items they won for the winners of next year’s 
Jambor-esse (unless they are able to convince Barthrok otherwise). 
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Appendix A — NPCs 


Camp Counselors 

Amber - One of the camp counselors for the summer and older sister of Elendor. A 
tall, fit wood elf with dirty blond hair and a dark tan. A first year counselor, Amber 
has little interest in Camp Ista Isse or the campers but took the job since it’s the 
best paying summer job in town. If needed, use Scout (MM, 349) stats for Amber. 





Barthrok - The head counselor in charge of Camp Ista Isse. A tall, well-built half-orc, 
clean cut and wearing khaki shorts, a camp polo, a whistle around his neck and 
clipboard which never leaves his hands. Barthrok has been coming to Camp Ista Isse 
since he was a kid and loves the camp wholeheartedly. It’s his first year as head 
counselor and he wants it to the BEST. YEAR. EVER. Appears starting in Part 2. If 
needed, use Priest (MM, 348) stats for Barthrok. 





Borlin - The third camp counselor, has attended or worked at the Camp since he was 
young. A particularly short, squat dwarf whose face is almost invisible behind an 
unkempt, slightly “aspirational” beard. Borlin is the most disinterested of the 
counselors and spends most of his time trying to avoid doing work. Appears starting 
in Part 2. If needed, use Acolyte (MM, 342) stats for Borlin. 


Campers 

Artie - The town bully and son of the mayor. A tall, big-bodied human with sandy 
blond hair and a ruddy, slightly sunburned complexion. Artie doesn’t like the players 
and takes any opportunity to antagonize or pick on them. He’s particularly defensive 
to any perceived slights to his family. Use Thug (MM, 350) stats for Artie. 


Rahg - Artie’s best friend and sidekick. A slim half-orc with an athletic, wiry build. 
Rahg isn’t a bad kid, but goes along unquestioningly with Artie’s plans and is always 
looking to impress or ingratiate himself with Artie. He is inseparable from Artie and 
constantly is third-wheeling with Artie and Artie’s girlfriend Gwyndrl. Use Thug (MM, 
350) stats for Rahg. 


Gwyndrl - Artie’s girlfriend and daughter of the head of the logger’s union. A beautiful 
dwarf with pale skin and bright red hair. Gwyndrl views everyone with a healthy dose 
of disdain and wants nothing more than to get out of Clearwater Springs as soon as 
she can. Hags will try to kidnap Gwyndrl in Part 2. Use Commoner (MM, 345) stats for 
Gwyndrl. 


Byrdrl - Gwyndrl’s twin sister and daughter of the head of the logger’s union. Pale 
with jet black hair, she is more reserved than her sister and is generally less 
concerned with her appearance or popularity. Use Commoner (MM, 345) stats for 
Byrdrl. 


Telen - Youngest son of the owners of the town’s General Store. Small even for a 
gnome, with dark brown skin, bright green eyes, and perpetual bedhead. Telen 
doesn’t have many friends and will talk the ear off of anyone that will listen. He 
wants nothing more than to make new friends at camp this summer since his former 
best friend moved out of Clearwater Springs with their family last year. Use 
Commoner (MM, 345) stats for Telen. 


Elendor - Younger brother of Amber. A scrawny wood elf with light tan skin, messy 
brown hair, and blotchy skin. Elendor is easy going, spending most of his time staring 
blankly at the surroundings. He tends to reply to any inquiry with irrelevant, obscure 
facts and observations. Use Commoner (MM, 345) stats for Elendor. 


Bria - Daughter of the math teacher. A lightfoot halfling with round cheeks and curly 
hair. Bria is a rule-follower and goodie two-shoes, but has a crush on Rahg, who she 
sees as a “bad boy” with a heart of gold. She is bright and bubbly but unfailingly 
awkward around Rahg. Use Commoner (MM, 345) stats for Bria. 


Faeth - Moved to Clearwater Springs when her mother got a job with the logging 
company. A tiefling with jet black bangs that cover most of her face, she is constantly 
sporting a leather jacket and playing with a butterfly knife. Hates Clearwater Springs 
and wishes her family hadn’t moved here. She hasn’t made many friends yet. Use 
Commoner (MM, 345) stats for Faeth. 


Appendix B — Maps 
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Camp Ista Isse 








The Witches’ Den 





